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Nintendo 


O'l'his is. a high fir:-; ision Game Pak Ii should 
rtoi be scored in places that Lire vety Slot ur 

Never hie ir or drop it. Do nor rake ir 


Avoid couching the connectors’. Do not ger 
them wer or dirty Doing ho may damage the 
Game Pak and/or tire Control Deck. 

... )Do mu clean wirh benzene, paint thinner, 
alcohol or other such solvents. 

OStore the Game Pak In its protective sleeve 
when not 

( : To avoid eye strain, play the game at a rea¬ 
sonable distance from the 
OAlways turn the power off" before inserting 
or removing the cartridge from the 

Enrertairnnen r Sysrc jtV ! v . 

When playing the game for long 
rime, it is men iron ended that you 
to 20 minute break for every 2 hones of play. 


Nintendo recommends ^gain&l uilrin a rear 

projection letevr&ion with veur NES as 
iirtige relent Ion on the screen mav occur. 
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AGES AGO, THE GREAT DEMON GORA( 
RA TURNED THE BEAUTIFUL WORLD C 
ARABIA INTO A HOME FOR DEMONS. 


tgiciati lsra, using :ne power ui toe im 

Go-ragora and sea Jed the demons unde 
ground. Peace returned to Arabia for 

a short time. 

Rut once again, Arabia is in danger. 
To earn, ou his evil plans, the magi- 

• •; f * w 1 . • . • J ■ j... ' 

Cian Saba ton has released the demons 

i 0 0 • ^ | A 

from their underground prison. 
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MAGIC OF SCHEHERAZADE 


M 


LA 





I'M tORPNVA^ 
TIME HPXRXT, 


TIME SPIRITa I HAfl 
ni ARCH ING FOR ¥OM+ 
UNLV VflU CflN Uli AT 

BflUIIHONj HELP UBI 

I VEB 

HP 


You've beard that there ls a young ma- 

gieiaDu a descendent of Isia. who has 
rite power to defeat Sabaron. Do you 
remember? You are that magician. 

You must defeat Sabaron, but how? 

Your magical powers are gone, your 
memories have been erased, and your 
sweetheart, the princess Scheherazade, 
has been imprisoned. Even worse, you've been thrown into a dif 

fere nr rime. 

With the help of the Time Spirit Coronya.. you must journey 
through the Time Door to defeat Sabaron and rescue Sche¬ 
herazade. During your journey, you will meet allies who wiJl 
help you to regain your magical powers. 

Tins is where your journey begins. 















"THE MAGIC OF SCHEHERAZADE” STORY 
CONSISTS OF FIVE CHAPTERS. 


la che first four chapters* you must journey through different worlds 

ro find a palace where a demon awaits you. In rhe final chapter you 
must defeat the evil Sabaron to bring peace back to Arabia. 

As you travel through time to the pasr and rhe future, be Sure to light 
many enemies and look for allies. Fighting enemies will raise vour ability 
levels and increase your strength. Allies will help you on your journey 
to battle the evil Sab a ton and to rescue your sweetheart, Scheherazade. 
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O Chapter I : The Water World, Mooroon 

The first world you visit is controlled by a water demon.. What 
awaits you at the bottom of the ’moving lake"-' 

OChapter 2 : The Desert World, Alalart 

The people of rhis world are being terrorized by the fearsome de¬ 
mon, Curly. Only by traveling back and forth through time wifi you 
be able to pass the Maze Desert and continue on your quest. 

O Chapter 3: The Who ter World, Samalkand 

Troll, the winter demon* will soon rule this world. You must de¬ 
feat Troll to bring back the warmth of spring. 

OChapter 4 : The Flower World, Cdesrern 

Salamander* the strongest demon known, has yet ro he defeated. 
He is waiting for you. How will you defeat him? 

OCliapter 5 

What will you find during rhe Use parr of your journey? What is 
the final mystery? You muse find out on your own. 
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Insect fhe Magic ol Scheherazade" game pak 
imp your NFS control deck and turn on die pow¬ 
er. You will see cite ride screen appear. Lise the 
SELECT burton to choose "S I ART” ( io play from 
rhe beginning) or "CON I'lNL ■" (to continue a 

previous game). Use the control pad to choose 
"SLOW; "NORMAL’ 1 of" LAST 1 cexr speed. 




Next, press die START button. Enter your 
name or password by moving the cursor with 
the control pad and pressing rhe A button 
to select a lerrer. Your name may be up to four 
letters long. Press rhe START button to enter 
your name or password. 



CHOOSE YOUR CLASS 

Before you ux out oh pur journey,. you muse first choose 
your dais. Select the dje sited class with the control pad, 

then press START to begin the game, 

Some shopkeepers will offer discounts to characters of 
■certain classes. When shipping, cry all three classes, and 
be sure to look for the best deals. Also, certain allies 
won't join you unless, your character is the tight class. 
During the game, you may change your class ar a mosque. 




FEATURES OF EACH CLASS; 



aimer 


t he fighter is good at handling a sword. In his hands, a s&orr sword is 
as effective as one twice as Jong. He tan also reflect rhe enemy's bullets. 

'..JSainr — Thu saint s offense isn't very good, bur once he obtains a shield he um 
reflect the enemy's bullets from the front. If lie lias a special item, lie ran cross 

zones without getting hurt. 

( iMagictan —-His favored weapon is the rod. When he obtains mote power 

bis attack ability will be greater rhatt the cither classes He's also the strongest 

when fighting the boss demons. 

Bach class has special abilities and can master various different items* 
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HOW TO CONTINUE AND USE THE 

PASSWORD 



If you wish co stop playing in the middle of 
x game, go ro a mosque or he defeated co 
get a password. The next time you play, se¬ 
lect CONTINUE from the title sereen, 


Enter the password and press START to continue the iasr game. The 
password will return you to the town at the beginning of the chapter 
you were an when you last played. 
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IF THE PASSWORD IS WRONG 


i i ■ 


If vou enter the wrong password, you won't be able to continue 
your last game. Make sure that your password is correct. 


You wdl be given three chances ro enter your password. If you 
enter the wrong password three times, you will still start at the begin¬ 
ning of the world you were last in, but your items and powers may 

be different. 


il 







©GATHERING INFORMATION LS 
VERY IMPORTANT! 

Yt>ur missiffri h to fairjflg to Ai-abaa, but [hiS will 

require more rhun j list fighting. You must ksm w.h at to 
do and where tcj go. AlWAVS wriie down what tlit towns¬ 
people cell you. and when you enter it new town, be 
sure to speak to aJI of the people you meec 



BEFORE THE JOURNEY — lie sure rn go to j shop and buy iomr 

brt-OiJ before you Itavt town, and always have your sword (ii m:ii§it rod in hand when 
you go- There AT* many monsters lurking ouiESide the towns, Vnu must He prepared. 


II i i 




nr they will quickly defeat you. 


n ipviii 


IIS. I 


» VJ.B- 
I --WH 


©l !SE 



POWERFUL EN 



THE MORE 


LuYLU 


:e 


■ m r m;i*" 


w 1 L _ r m 

effective rhan your rod or £w<>id> Even it you are nor a 

( r »‘ # * • • • •“ • «*-*** « f i 

MAGICIAN', your magic powers arc stiM very strong. 
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PLAYER LEVEL 


livery time you defeat an enemy, you will gain experience points. 

Af ter gaining a certain number of experience points., your player level: 


and strength will increase. As your player level increases, so will your 
3 lit Points and Magic Points. In addition, your rod and sword will 

become more powerful, and you will Ic-arn new spells. The levels, 
magic points and hit points of your allies increase as yours do, 


The powers of the RQLTTOR and FLAMOIX 

stages as your level increases. Also, as you progress the CORBOCK 
magic will change to SHRINK, then to CARABA. 


spells increase In three 


In each chapter, you may progress only to a certain level. Once you 


reach that level, you will earn no more experience point.? 
enter chc next chapter. 



you 
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NORTH 


’Nujtfifc'r of Keys Numhe-r ol 
N dffiix-r rrf Arftultft \u»ntapr ni vfic<?i >l B 


MsllOC UF*d nwirh rhe- A buitnn, 

Iq-t. cri itss. d v.r:h dn li buEC<»ii 


SOUTH 

The directions on the map. 


_T Mavkt'iv I til Point* 

LpUvcf's Ma^ic I 5 ' >inTj 


i:s|:n rn.-nct- FViHlEi 
Niimlwr Hit (.oiris 
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O Hit Points (HP.): 

This is your life level. Your points wii! decrease when you get hie 
by an enemy. If your Hit Points reach 0 you will die. You can 
increase your ii.it Points by eating bread or using magic. You can 

staying at a hotel, 

O Magic Points (M, P.) : 

This is the amount of magic you have. It decreases whenever you 
use magic. If your Magic Poinrs reach 0, you won't he a hie to use 
your magic spells. You can recover some Magic Pomes by using 
mashroob. To recover all of your Magic Points, stay in a hotel or 

stand on a magic star. 


recover completely bv 



Experience Points ; 

Gain experience points by defeating enemies. Upon reaching a 
certain number of points, vour player level will increase. 


(_) Player Level ; 

See page O tor a detailed explanation. 































0 Button 


Select Button 




Control Pad 


Starr Button 


A Button 


(Move Your Character) 


XSTART Change to the Se¬ 
lect screen. 

( .)51:LJ.iCT Change to the Sub- 
screen. 

©(A) To use the selected magic. 

AJso to JUMP. 

0®To use rhe sc Jeered item, 

Also to SPEAK or JUMP, 
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THE SELECT SCREEN 


HOW TO USE ITEMS 

AND MAGIC 


Press the STAR']' button to change 
from the field map ro rhe Select 

Screen. Use the control pad res' 

move rhe cursor to the item or 
magic vou want to use. the n press 

rhe A burton to select ir. Your 

Selection will appear in the window 
at rhe bottom of rhe screen. Press the 
START but ton to return to the field 


m 


ap 


. You have nmv selected that 


item for the A or H burton Use rhe 
stem ot magic l>v pressing rhe indicated 

button 


Magics U Wirh rhe fjurcbn 
itfiris 1.1 led Wi-rh the d Buimfci 

Tfcfcc first Iin■ - shows die nunt of 

du r«id vou nov have. Thi j second 
line shows the name of : h ■ -.word 
vou no ft have, 




o o Vi nis 
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Number of Demons you have defeated. pUpper Section: Normal Magic 


A i I i es 


Space lor- 

the map 




I .(t vs cr Sec t ton : t ] rea t M agtc 


Items vou have 


Number of troopers 


-vou have 


Shred 


Irenas you art '■scaring 
or holding 


Your current debr 


Current chapter 
Number of remaining lives 

Press the SKIJ-CT burton ro change from the field map to the Substreen. 


0 Your Allies . . . 

Your presenr allies are indicated here. Allies who have died are 
indicated in monochrome. 



You can use this item in palaces and ma/CS, Steps are indicated with 
[^| and fhe demon's room is marked by a 



This shows you what magic you 


can use. 



Your present debo This amount includes interest 
























CONTROLLER OPERATION IN 
COMMAND MODE BATTLE 


There are two modes of battle, Action and Command, In Command 
Mode, vou and your alfies mav tight against enemies or use magic. 

You do not move in a Command Mode hurtle. In Action Mode, von 

J 

fight one-on-one with rhe enemy. 


Move the cursor with the control pad- 

Use tine A button to select a command indicated by the cursor 

Use the R button to caned a command you have selected. 


If rhe appears. 


press the A button to advance no the next command. 



After leaving town, when you are walking on 
rhe field map, you may encounter groups of 
enemies When this happens, the screen will 
change to Command Mode Battle. 



COMMAND MODE 

OPTIONS : 




OESCAPED-Use this Command if you don't want to fight. You won’t 
always be able to get away. 

©PEACE—You may be able to make peace with the 

enemy by paying the money they demand, 

If the enemies accept the payment, they 
will leave. Enemies will sometimes refuse 
to make peace. 












IF YOU WISH TO FIGHT, YOU CAN CHOOSE 

UP TO TWO ALLIES TO HELP 




133 H ZI3 

Z h^'£- 9- «gi 


TJ^fUARfi >:d.ri 


COMMAND 

fcfeLECT PflSTM^a 
finish 


PARTNER 

Move the cursor with the control pad to 
select from your allies displayed in the left 
side of the screen. Repeat this operation to 
select a second partner, 

G FORMATION 

The formations you may make will be in¬ 
dicated on the screen.. If you select a formation,, the allies required 

for that formation will automatically be chosen. A formation can 
also be made by selecting the two required 

©YOU FIGHT ALONE 




£ 

MPT7 

■r- 

K m 


sa 1 

■ 

& 

& 


* A 



I'hij 



you 



t without ihe help of allies 
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automatic ally- 


O If you want to change the distribution of the portions Of serve more, 
select YES when you arc asked- Then, select BREAD or MA- 
SHROOB, then move the cursor to the desired allies' bread or 
mashroob. Use the A button to increase the shares of the B button 

to decrease the shares. 

Q If you have hired troopers, up to four at a time will automatically 
participate in the battle. 


, j You Are now prepared to fight. Choose FIG H I to begin the battle, 






OOnce biittlc begins, enter the action 
or magic commands to fight. 


5Use rhe TROOPER command ro 
replace defeated troopers From those 
you have hired. Only four troopers 
can participate at a dme. 


FORMATIONS AND COMBINED MAGIC 


if you make a formation, you will he able to use Combined Magic with 

your allies, 

■ 

If you choose certain formations against certain groups of enemies, the 

Combined Magic will be the most effective, (see p, 35) 

party's defense power will 

be increased. 

If you want to use Combined Magic, choose MAGIC when if is your 
mm to attack. The available magic, including the Combined Magic, 
will be displayed. 

^ You can l e am what formations are rhe most diet rive against 
enemies ar rhe Magic University in each chapter. Be sure to learn 
about formations-. 

&S The troopers will riot fight when you use the Combined Magic-. 


Also, if you choose the right formation, your 




















* HAG ZC 

ITEM 



You will light the Demons in the action 

battle mode. 

Press rhe S'l Aft! button to pause and 
choose an ! iVI or MACK' as shown 
in (I). Select with rhe A button. 


The screen will then :ist the items or magic 
you can use. Mot all items or magic '.till be 
listed. Choose one with the A burton. The 


screen will then return to ( l ), allowing you 

to select again. Press SI AK l to return to 

* 

rhe fighting screen. 




SOME DEMONS CAN BE DEFEATED 
ONLY WITH HELP FROM YOUR 

Before fighting a demon, be sure that your allies ate still alive and that 
they have enough H.P. If your allies are exhausted, stay at a hotel until 
they are rested, then try fighting again. 

The tod is die most effective against die Demons. When you fight 

1 ? i i i ■ jF l s--i 8 i -pi i - i i k 


be strongest if 


tied with 


To escape the Demon's field, ask for help from Kebabu, the Ring Spirit. 


































©CORONY A 

A girl in the form of a 
car. she wears a crown. 

She can navel Through 


rime. 



CJGAN MFC A 

An archaeologist in 

sea rein of rhe glorious 
past, he doesn't con¬ 
sider himself a robot. 



QFARUK 

A strong man who 
appears from a lamp. 



O SUFIC A 

A flying monkey 

who's full of inischiel 
hut is good at heart'. 



OKEBABU 

The ring spirit. She’s 
precocious and prissy, 
and a bit of a shrew. 



0EFIN 

The guard tan of the 
town of Sudari. He'.s 
700 years old and 
carries a strange whistle 


-■ . 



OF LI KIN 

The cheerful prince 
of the forest. 



GRAINY 

lie’ s a coward, but 
his ability ro send rain 
will be helpful. 



OMU ST a 1 ; A 

He's a rude calker, 
but reliable. He's 
also pretry Eight with 


mo ne y. 



O H ASS A N 

Your last ally, Hassan, 
has some wonderful 
magic, He can eat 

up rhe enemies. 



©GIJBIBI 

He can release those 

who have been trans¬ 
formed by magic. His 


treasures are gorgeous 
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10. MAGIC 



In command mode battle, you, the hero, can List- some of the magic 
you have learned. Your allies also need M-P- to use magic. You and 
your allies can fully recover your M.P. by staying ar a hotel. 



ATTACK MAGIC 


O BOLTTGR l 


Qlb 


3 


BHE iMlfi ilh 
KLTHDv. 


This magic gathers 

electricity in the air 

throws it at the 

ene my. 





*CARABA 
This magic shrinks 

the enemy or turns 
him into an item. 


Gflamol I 


5 


-jh mi ■ 

r-^ ipiVi 1 

c nr J 

■ L 




This magic causes 
a tornado of fire to 
burn the enemy. 




This magic throws 
a powerful eonccit- 
rraced rain on the 


enemy S 



SO 



Qmymy 

This magic stops the enemy's movement and changes 
it in to a hamburger. 

O SEAL 

Tliis magic stops the enemy's magic and changes it in- 
ro a cake. 

©GITZADE 

This shoots fireballs from one's fingertips. 


Q5ILLERT 

This transforms the user into a mirror which can reflect 
the enemy's magic tight back, 

QVEI-VER 

This uncovers the enemies that are covered in black fog. 



































DEFENSIVE MAGIC 



© DEFENSE 

This raises the defense power of all the members of the formation 
and reduces damage inflicted, by one half. 

Q PAMPQO 

This recovers one of your allies' H.P. by 20 points during Command 
Mode battle. When yon are on the field map,, it recovers your H.P, 


by 10 points, 

O MARITA 

This recovers one of your allies' H.F. by 50 points, 

O MATATO 

This recovers the H.P. of ail [lie members of the formation by 20 
points. 

Q RESEALO 

Tins releases your allies who have been transformed and whose 
movement or magic has been stopped up by the enemy, 
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COMBINED MAGIC 

Don't forget ro rake lessons at Magic University to learn which forma¬ 
tions are effective against which groups ot enemies, 

Ef you don't make the right formation the combined magic won't have 

any 

Q GY G A TORN (The Cygnus formation with Corouya and Faruk) 

This causes a storm which rises up and blows away the enemies. 
QMGNTBURN (The Libra formation with Kebabu and Gun Meta) 
This turns the enemies into missiles and then explodes them, 

O STAR DON (The Sirius formation with Pitkin and Mustafa) 

This makes stars tall and inflicts heavy damage on the enemy. 
QTORNADOR ( The Aries formation with Epin and Supica ) 

This traps the enemies in a sandstorm. 

0THUNDERN (The Kaitos formation with Gubibi and Rainy) 

This calls thunder to strike the enemy, 

; FIRE BOLT (The Dragon formation with Faruk and Hassan) 

This is the strongest magic you can use, and will destroy most enemies 
with one blow. 




GREAT MAGIC 


There is ft WIST MAM living in each of 


rhe five worlds of Arabia. When you meet 


each of rhem they will give you their 


' t RE A : N i A t l If which w ill cam se sp lc rid id 



miracles. Yon can use rbese spells only 
during the ALALART SOLAR 


ECU PST You must also have 
sufficient Magic Points. 
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) MONECOM - This magnificent spell will give you all rhe items and 
money you can carry. Your debt will also be cleared. 


O MOSCGM - Tins will make a phantom mosque appear, You can 
then change your class there. 


V ) RAlNCOM - This brings rain ro rhe desert and transforms it into a 
land of greenery. 


1 '• SPR1CGM - This brings spring to rhe world of winter. You will |>t> 
able to travel without losing any strength. 


( I.IBCOM - This revives al! yout dead allies. 
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SWORD 

TTit-re :in- y,". L-ral different types of swords Whcrhtr you can or 
cannot USD a particular sword depends on your class. 

"lire Fighter uses- long swords. El lie has Enough H P-. tits sword 
will shoot fireballs, 

1 he Saint can use some long swords, and some nf his swords will 

also shoot tsrcbalLs if he h a s enough H.P. 

The magician js unskilled wirh rhe sword. He can use only short 
swords, and they won't shoot fireballs. 

Your sword can be used to reflect rhe enemy's bullets. 

-f 

ROD 

This w t; ? p< m shoots tire balls when you wave it, and it is the best 
weapon ro use against demons. The magician i> the most skilled 
with the rod and is there fore more effective when Sighting deacons. 

MIRROR SH11-LD 

If you Ye a saint, you can shoot hack rhe enemies bullers with rhi.%. 

light armor 

These decrease your damage from the enemies. 

MAGIC At. 

litJOTS 

It you Ye a saint, wearing this lets you pass rhimigh the Darruige 

Zone safely. 

■ • 

| HOI. 1 !' ROBE 

Putting this on 3ers you jump into the sea of lava from the cape 
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ITEMS THAT ARE USED AUTOMATICALLY 
WHEN YOU HAVE THEM. 



W hen >■ o ur 11. P, reacRes 0, vou w [ll a u ( om ad c al¬ 
ly ear bread and recover 50 H.P. 

MASH 

RQOli 

When your M.P. reaches 0. you will auromadcalJy 
drink mashroob and recover 50. M.P. 

HI i ^H ^^H AH ^H 

Use this ro open doors in the palaces. I here 
arc some doors which you can't open unless you 
first defeat an enemy. 

A M U LOT 

When you have been transformed by an enemy 's ' 
magic, rhe amulet will automatically return you 
to vour normal form. 
















































ITEMS THAT ARE USED BY SELECTING THEM 


CARPET | 

This lets you fly back in one hop, to any town you have 
’ already visited. 

RUPIA'S 

SEED 

This turns you invisible and keeps the enemies from at¬ 
tacking you. Also, something wonderful may happen if 
you use ir in a special way during the eclipse. { See the 
next page.) 

H A MM IL R 

This makes stars fall from the sky and will defeat most of 
the e n e m i es. 

H CRN 

If you throw this ar one of rhe gate keepers in the demon's 
palace, rhe gate will open and you won't have to fight 
[lie gate keepers. But there may he rimes when the horn 
will not work. 

RING 

KEBARIJ is in this ring. It you are held in a wizard or 
demon’s field, she will help you escape. 

M A P 

This shows a diagram of rhe maze or palace you are in. 

Jr will appear on rhe suhscrecn when you enter a maze 
or palace. There is one map for each world, and it is 
sold ar one of rhe shops. Be Sure to buy it. 



12. WHAT’S THE ALALART 


SOLAR ECLIPSE? 



The Blue Star is the guardian of Arabia, and it is mot visible in hroad 
daylight. But when the AJalarr solar eclipse 



s our the sun. 


the 


Blue Star shines more brighter. This causes many wonders. 


L. You will be able to use the GREAT MAGIC. 
2. You'll be lucky at the Casino. 


Y You will be able to ptanr rhe Rupia's 

Tree. 



and harvest the Money 


Go ro [he magic field during the eclipse and plant the Rupia's seed. 
There are two magic fields, rhe sowing Field and the harvest field. 

After planting the seed in the sowing held, pass rite rime door to reach 

the harvest 

{ In Chapter C the sowing field is in the present and the harvest field 
is in the future. ) 




























There are many places ro visit in the towns. Make good use of them. 



OSHQF—Many items are for sale here. You can al¬ 
so rake out loans, bur you will be charged mrerest- 

You can borrow up ro a terrain limit. If you borrow 
roo much, you won't he able to borrow any more. 


If you don't repay your 



, you won't be able to buy 




even- 


tually, the game may end. Repay your debts as soon as possible, at any of 


rbe shops 



i QHOTEL — You and your allies can fully recover 
your H.F, and M.P. by staying here. 



OMAGIC UNIVERSITY — You can learn about 

making formations and other important things. 
Try ro rake all the classes. When you pass an ex- 
am. you may receive a special item that can't be 
obtained anywhere etae. 

OMOSQUE — You can revive dead allies, change 
your class, or receive passwords. 



QCASINO — Here's vour chance to make some 
fast money. Saints are nor allowed here- Try to 
visit the Casino during the Alai art Solar Eclipse. 


















14. OUTSIDE THE TOWN 


* * « 











You witl die if you jump off. 
der certain conditions you can safely jump in¬ 
to the sea from chc cape. 


©DAMAGE ZONE—The damage zones are 
found throughout the wilderness. 

Points will decrease when you cross them. But 
a saint wears the Magical Boots, he can 
1 y cross these areas. 


C)SPA — You wi 1 [ 


©MAZE — There are many floors and passages to 

puzzle VOU- There are also some trapdoors, be 


careful ! The maze in Chapter 3 will be com¬ 
pletely dark unless you have one of your allies 
to provide light. 


0TIME DOOR—Coronya will lead you to the 

past, the future, and the present through rhis 
door. 






















LIST OF ITEMS 


BREAD 

Recovers 50 H P. 

MASHROOB 

Recovers 50 M.P. 

KEY 

Opens palace doors 

AMD LET 

Melts magic of transformation 

CARPET 

just one hop to a town 

RLJPIA'S SEED ' 

Makes one invisible Plant during the eclipse 

HAMMER 

Wipes our enemies 

HORN 

Throw ar stone statues in the palace 

RING 

Escapes from WIZARD or DEMON'S FIELDS 

MAP 

Map of palaces and mazes 
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LIST OF MAGIC Magic that can be used Lti command mode 

battle. (Does no: include Combined Magic.) 


1 

What ii does \ 

What it works on | 

P A M POO 

Recovers 20 HJN 

one ally 

BOLLTOR 

Electrical arrack 

one type of enemy 

l DEFENSE 

Increases defense 

all allies 

FL A M OL 

Fire Attack 

all enemies 

GILZADE 

Bullet of fire 

one fenemv 

MATAIO 

i Recovers all members' H.P. by 20 

all allies 

MARITA 

Recovers 50 H.P. 

one ally 

PERUUS 

Heavy rain 

all enemies 

M Y M Y 

Seals movement 

one type of enemy 

SEAL 

Seals magic 

one rype of enemy 

S1LLERT 

Reflects magic 

Gun Meta 

VELVER 

Lifts log 

one type of enemy 

RESEALO 

Melts magic of transformation 

one ally 

A 

CARABA 

Transforms into item 

all enemies 





















































































'NJ V 



N Ii W 


OF GAMES 
WILL APPEAR 


A cute Kung-Fu action for dual play 


Thc-'Stc ret-* Scroll 


At last, the 
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rinitive Kung-ru 

has risen! 


game you ve 


m a re 




I . - 

3 







1 ** « 

-1 3 




■ V 9 * • 


Bi ; 

% 

i 

r . 

% -y- ' 

cjr * 

o I J 

MR 

m 



u *■ 

■ J ■ 9^K • 

1 * * 


« ■ J 

ns *« n 



FI j 

■ a 

Jr 

-! | 





a i 

H • 1 

It, A *- H • Li 

1 J 

r i 




ijT * |C 1 


M J • 

HE* i 

1 M K& 






fx 





CULTURE BRAIN USA, INC. LIMITED WARRANTY 

CUl ITJW-L B-.AIW USA, INC wxirann to ihr nug.r.Li pHtfblW onl* of ibis- CULTURE BE AIM Kifiwuie prudurr rfca: :br medium on 

hifi1* did £-_ti iji atc: pcrijjarri ij. n&bftlfd iF Free -Ifrii dcIc-iia in. maLciiaU and '■'■arxrnsmhi-* Fm m prrn-d nf - ij>[ij diYJ r||f .jj^ 

rf Ih ^ CUI.IUHL ARAIK seAfrilr piL'^run ii hiLJ 'il i«.. w>hnjr r»pfif^ Of imp *3 «J Hill IV cf'iAV fcirtd. and CULTURE 

LVftALN n 0 <H \Me &H asv Ii:-™ urdimi B r* nf any iipd from Uk- df rh B p v\yi a m CU1TUKE E-RAIh ap-rn 6c* p p*T^id nF 

fcj-wtf IW.i dart 1u rnhev repair -rut Hpii£«?_ ir df O^riiuA. flee id lIibi^c. arty CULTURE ElR AIN wli-w-air ftodwcr. p>H 1 z_e pAid Wiih profit’ 
ci Hjii# 1 n| jpaarch-isv.ji! iU TlCtfry Sciv.i-r Ccqm F:r-4a.en-r.-r of cKf ct'irdge.frtt fif charge SO iht friginil pirCluarr (mej* leu eIk cwi 
c4 HEOrAnlg t-Kc Ci i c i id gr}- ic iLc fuX raerni r.S -uua hit Iil¥ 

Thai wairircr ii rw ipplic-phlf 10 noiiTiil *cit art-1 i-rai Thl %-airamy thill ci>c he j. pgJ i r i. r- -■ irv: ds h 11 «0td «f rb* cf^-ftci in civ: 

CULTURE E»RALN »fcl**!e- poAiti hu numi ihmup- a4ai w* un:rMwa‘rh k :f. fTWlKlimtor W THIS WARRANTY L5 LN LIEU 

OF All OTHER WARRANTIES AND NO Q111 1 r. AF.NT ATHXSS Oft CLAIMS Of ANY NATURE SHALL BE RINDING ON 
OS OBLIG-aTF CM. lURl. feftAlIV ANT TM PLIED WARRANTIES APPLICAFf! F TO Till* f*W’\ w AH I VKODUCI INCLLDIMj 
WARKAN! !LS OK MERCHANTABILITY AND fITNFJS FOR A PARTICULAR PURPOSE ARE LIMITED TO Tin Nl.NF \ Y 
SWFDaY PijMCfc DESCRIBED ABOVE- IN NO EVENT ’S'lLL CULTURE BRAIN BE LIABLE EUR ANT SPECIAL INCIDENTAL 
OR CONSF.QCF.N’J I ft I OAMAOES RESULTING FROM POSSESSION, t St OR MALFUNCTION OE THIS CULHIRl ViR AIN 
SOFTWApt fcKODUCT. 

H ■ * H Hj lit I 1 M i* p 

SfrTk Kiln du qam all ms- loiptrioi^ HI 10 I'W'.g i* ilYy-licd wantm r Lana induce cxvlaai-sm K«! i b -niriKMru s - £ i r.- a I ue 

■: nr.vrijLrn:ial ilamagr*. ui thur i hmfCjrort> lrtd/fr -ra-. iB.-ia.-m uf liabilhy may r»c ipjly sn iTiu Thu wjrrimy .ZjVfi v;r» Specific n^liii. 
^rid yr-ij miy bIm.> harl frhet tighei v-hich. vi:y S-rtm jraic ^ 

Tins ^aitanu ihall nc< r< ipplarahir rhi? FhtCHI !hil am prtSvti Ort i‘cS T-acrtLAIy u piuSuh *.rd bh any ffiitf-tal, irur nr rn-Oic-^J 

!■» •hich rannc* m jy+^mpled. CULTURE BRAIN U5>S, INC lijl’ K F.. poTH ReilccnJ, ■* iihir.jj,™ Ttl, ?? 


COMPLIANCE WITH FCC REGULATIONS 

ltu r^uiprEf-j jrnrraii i Jnrl Fidp:« efteig" ml il ii_t iueallrd and used prup-crl y, ihar u%. in jur-rji a-iti" rihr- 

fir's ihHrdfrkMd.icup vauir irficrlcrcntr in- radio ird ft-k-iStOfi l^pliOrt II haf 11 «td sir! l't«u*ii ill iltHnjdy inch ihr 

li-ans t* i Clan B b -.«npu:mj; dcv<-r ir. H4GQfdp!K* «ifh |K< Pp«CtFi£Ui«di irtSdbplii J fid Pali IS *-F EEC Ruin, wEurh arr .iriigrrfd ri? 
pjiiridr cra-inroblif priX«r">T ffgiMnK SU-Jh i^-ciicieiKe n a remkmial jucillatkfi Hn«i-csr:, Ehrit ii> ivr- B uani-u;f f |tw nireilV’eort * ill 
.vv Kf'ii ii’i 1 pafCiCiilal i-'dlil aliufi. tF dib en-^jrnem ij« ex_'jt i nirefinern^r m 4uJk> W nic' ifiijn PKepC«0fi. -s-feudl i!*rt L»c dcltcinhicd 
bi C«r- up ihr ei|s.pmcm c£i and -or. shr uirr ilifiw^^cil 10- rr* K> COfffCE lltt HireffMCtke br OUt m ifun of :hc i.i.'iyu-.ng mraiusn: 

" Reri-ifK ihf r«'fifc«ng ameniu 

— HrkX’irlt- ihr NES will ccctpc-: i Lo rir cccerrrr 

— Ms_vvt ebr NES iirav 6mm ebr rrcalm 

• • i i r 

Plujc iha NFS inin j -rlifTfiinr <Xlri« ii! ihilE cIjt -i-tRipuiri astd c-etr.ver r:r na dirFrimr return 
ff fief«H4-ll|i.<l>c iici ship j Id iuvifdl ih experienced rodup-,-'cr lcv«i(m rrrhn^.an Md'I'O^d ffljgBHkftf. TIh: ukh* ill ay lirtl <hc Mluwing 
kt-^lri picpjrcd hy rise f wlrral CniUTlMhic'irfOW,OBNnnwdeiB hdlpful. HWKi idrrxiU usd ftodvc RidoTV Ear-rrfrnrrhrr IfaNr-rve 
kr -lcln iK Au.lahSf frC-^TI «f» U 5 th^fiinmtrtl Pim ai,c OJl'iCt. A iihinrr-.a- DC Zfi-lnl 

















































